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(57) Abstract: A player can control movement of a moving 
body during a moving body transmission operation by 
a character so that the player can get feeling of tension 
and realistic sensation when the diaiacter transmits the 
moving body. A video game program includes a first request 
reception fimction (101), an operation display function (102), 
a second request reception function (103), a moving body 
control function (106), and a moving body display function 
(107). In the video game realized by this program, when the 
transmission operation of the character is displayed on the 
monitor, a transmission request for transmitting Ifae moving 
body can be received from flie cimtrolla- by the second 
request reception function (103). According to the timing 
when the second request reception function (103) receives 
the transmission request, movement of the moving body is 
controlled in the moving body control function (106). 
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SI... SPECIFY BALL ORBIT CHARACTERISTIC 
82... PITCHER START PASSING BALL 
S3... DISPLAY PASSING BALL BY PITCHER 
S4... DISPLAY TIMING DISPLAYER 
S5... DETERMINE BALL SPEED 
S6... BALL PASSING REQUESTED? 

S7... DETERMINE TIMING OF PASSING BALL BY PITCHER 
S8... DISPLAY GOOD/BAD RESULT OF THE TIMING WHEN THE 

PITCHER PASSED THE BALL 
S9... REFERENCE INFORMATION ON PITCHER'S ABILITY FOR 

PASSING BALL 
S10... REFERENCE BALL ORBIT CHARACTERISTIC 
S1 1 ... SET BALL SHIFT DEGREE AT THE PASSING DESTINATION 
S12... PASSrtJISPLAY BALL 
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